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PLUS, YOU’LL GET YOUR CHOICE OF A FREE PLAYER’S GUIDE, 
THE JANUARY BONUS ISSUE AND SUPER POWER STAMPS 
TO SPEND LIKE CASH ON A WIDE SELECTION OF STUFF r- 
FROM THE SUPER POWER SUPPLIES CATALOG! is 


1 - 800 - 255^3700 


USE THIS ORDER FORM 
OR CALL TOLL FREE: 
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An $11 value! ; £ JT. 
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Send the FREE Player's Guide (Regularly SI 1) indicated below: 

□ Banjo-Kazooie (#3086) Available 7/1/98 

□ Yoshi's Story (#3087) 

□ Super Mario 64 (#3088) 

CHECK ONE: 

□ 12 ISSUES FOR SI 9.95 U.S. -($27.95 Cdn.) 

$59.40 newsstand price-SAVf S39.45-SWEET DEAL! 

□ 24 ISSUES FOR $36.95 U.S.-($51.95 Cdn.) 

$118.80 newsstand price- WE $87. 85-SUPER DEAL! 

□ 36 ISSUES FOR $49.95 U.S.-($69.95 Cdn.) 

$178.20 newsstand pke-SAVE $128.25-BEST DEAL! 


0. Box 97043, Redmond, WA 98073-97* 
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It’s an explosiye 

Bomberman adventure 

t that’s out of this 
world! This month 
we kick off the 
first half of our 
coverage of 
Bomberman Hero, with 
complete strategies.-for'^ 
the opening planets.*-.y-?! 
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The Legend of Zelda: The Ocarina of Time, Perfect Dark and othi 
games unveiled at E3 are on readers’ minds. What really seems t< 
creating a headache is Super Mario RPG 2. Do you agree with the 
readers? Let us know how the games of the fair fared with you. 



www.rareware.com 

Chayos McMillan 
Via the Internet 
You bet your crumpet-lovin' 
mug it is! Rare's officiakWeb- 
site "Rarewhere" is upah^\ 
running and chock-fulLmjjjS 
gaming news and a bitm-tbat 
wisted Brit humor ior 
“humour^as they liketfb. spell 
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| checking out Final Fanta's^ 
f ^Adyenture, I acquired Final 1 a 
fantas^Ldgend^nd.sO'dn dis- 
SS fo covcrgcl it was very rnuch .like 
the NES Final Fantasy, yet it ' * 
hadauniqu ft 5tyleand f pn-; 
c#.h|a<ejp^yithat Bi|iat ;..) 
Faritasy Legend has made an 
.impression thama|most aisv^ 
striking ^the[a|hazirig>FFl||Vfor 
the Super NES, Previously, the._ 

had beeii frd^trafingiy hard to 
findybut with its re^feasC / 
•^^nc^ ^Hia' allFantasvIfea 

be able to discover these wor- 


but I want to col 
jwMince my friends so they 
anally do something other 
• 'than' Vaste-thei r time trying 
^f&Tproye mewrang. Please 
tell/me if,tne'se stupid rumors 

[.oHtfCwffiOT}'ifteije is a 
Golden Moonrakep.'Laser f Gtin?=^ 
2. You can. get’f'5i) stars in 
Super Marid^ tHatyyvill earn; .. 
you all threelcaps\at the 








GAME BOY TOP 5 SUPER NES TOP 10 NINTENDO 64 TOP 10 















































LETTERS, continued... 



Background Art Hernan Rivera • Corozal, Puerto Rico Submitted art becomes the property of Nintendo. 



TALK TO 
A GAME 
COUNSELOR 



























^— f* BOS/I BERMAN IS BACK IN 

^ ^ ACTION IN BOMBERMAN HERO, A 

3-d, ONE-PLAYER SPACE ADVEN¬ 
TURE THAT SPANS THE BOMBER 
NEBULA. THIS RUMBLE PAK-COMPATIBLE TITLE IS 
HUGE! IN FACT, THE 12 PAGES WE’RE 
SHOWING YOU THIS MONTH WILL 
COVER JUST THE STAGES, GADGETS, M M p 
, JIAZES AND MONSTERS IN THE FIRST r 
HALF OF THE GAME! m . ao . g JH 


















each the Heavy Room. Part of the floor i 


; end of the stage, 
cky conveyor belts 


L< life ,M 
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BOMBERMAN HERO ‘ 

just testing your skills, but now 


The robots at the Bomberman base wi 
monsters and other mysterious beasts 
dragon road You'll have to traverse caves, lakes and canyons to reach the di 
vs nitros ot th e Peace Mountains and the smoldering wreckage of the l 



The Blue Cave is a large tunnel partially flooded by a swollen river. Since Bomberman 
can't swim in water over his head, you'll have to stick to the rocky trail and jump 
across any gaps you may encounter. When making a difficult jump, watch 
Bomberman's shadow to determine when you're back above solid ground. ^ 




Grab the Fire Up at the cave You won't be able to see 
entrance before you fight the where the platform goes, but 

when you're fully powered-up. wait tonde it back across 


A giant crab is terrorizing the peaceful folks at Hole Lake! This is the f 
stage in the game where you'll have a chance to test the Bomber Marine. 
This diving device isn't the fastest thing beneath the sea, but it's 
equipped with homing torpedoes capable of hitting any target. The 
























BOMBERMAN HERO 


















You'll have to bomb your way through the hostile halls of 
Dark Prison to find the four Key Crystals that unlock 
Princess Millian's cell. This dark facility is packed with crim- 

4 1 

to the entrance, you'll find a cell holding a Remote Control 
for your bombs. Use this device to blast foes on tiny plat- 

ing damage. 
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Are you getting slammed and finding yourself in a jam? 

Kobe Bryant in NBA Courtside is a tough game to master, so we’ve 
recruited four playgp ifere at Nintendo HQ who know the game inside 
and out for a little one-on-one. Courtside Executive Producer Henry 
Sterchi and Associate Producer Ed Ridgeway spent months plan- 
ning the game’s design. Marc Doyal and Arnie Myers sweated 
the details^ testing the game. This month we’ve brought 
all four experts together to give you the best strate- 
gies in a special Courtside basketball camp. 
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KOBE BRYANT IN NBA COURTSIDE . 

STEALERS 















































BRYANT IN NBA COURTSIDE 

SHOOTERS 



























J';19$8 imagirieer-Co.;Ltd.': 


'At'firiCgla'bce, Ocean's GT 64ytha^pf9^hip.E^.ftipo seems 
much; like Ihe c(^mRauy ,, &'previous *N64 ranng N game/-f^ulti- 
•■RaeingChareJpfonsbip^^hilebpthRuiniSlerPak-tornpafi'BJe- 

*actuafly;.'|(3ng^r'-Y^jatfens-'pf'tllfe,baste fa^ways^C/J'^tcoY-* 

ers now ground hy shilling ils emphasis to simulation-style 

./mitation :Tribdels>-'■ GT -.64;cfe( iyers-re^^c v pJay«i^'aod^han^-. 
(Him* to yield ,i xim that’s |>ertet t lor cither beginners or MR( 


a I rac i ng feiatu're 4 i censeds cars ^world ; i 

Players'-carj'choose'from cars usejd byjactua I GT te'a'n 

'faifJyaG^Ual^in-^abdlins&jpcf- speedy he ke,y. vvrifi 

car^h i le this sifn-i 

^Brao£'fecd..;Rush> GT:splays, justvasdast anHfufiSu's 


HndQjijn^'a .24-lap;r^fraeje 

oners options to adjust the 
: weather ’conditions,Vsavb ''game i 
Vdafa' to' gConffdfler ;PakV,-;-add4 
''compete in heaci-td-head races-. 







GT 64 CHAMPIONSHIP EDITION 


■ sharp turn will greet you at I 
end ohthe tunnel As'you ' ' 
-approach the bend-.yeer.from ; 
, the rigfTTshpiilder toward the 

..tiflvyhilfrappirtg theB Butto 


gj.tr fhroughtbe straight- 
lard once the guardrail - 


j^theB Buttona 


VOLUME 111 


The European GP throws plenty of curves your 
way. The straightaways between the turns will 
give you some time to gain speed, but unless 
your cornering is perfect, you'll lose the lead. 
Forego a high speed setup for tighter handling. 

RECuflflEriuED ERR SETUP 

f. suspension h f. spoiler s 

r. suspension 3 r. spoiler s 
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7 to thelcfl as^u approachitlje-next 


'Drivein therightlane as yqo head for thablack-and-yellqw signs 
vturn/theneruisq't&.tb^ide'dHhel^idwWIeiraking.'As-vou.r 
• er from drifting, race through thes^traightaway; tffen brake as sc 
'you spot- th^White/right-turrtsigg. • % *; * 
























GT 64 CHAMPIONSHIP EDITION 


: -Thikis one of the courses sharpest 
' fiifns; so begin decelerating as soon: 
■ the red-and-yellow turn'signJTashes 













around the firs t ben'd,*’ 


course, which is characterized by long stretches 
of straightaway. Turning will be a minor 
consideration, so customize your car appropri¬ 
ately by focusing on speed rather than handling. 






COuSTRmT-SPEEl 


1111 ! 

























GT 64 CHAMPIONSHIP EDITION 


VOLUME 111 
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isneak peek at an early version of 
iTurok 2. What we saw in Iguana 
jEntertainment's heavily guarded 
jsuite blew us away. Imagine 
jour delight, then, when we were 
jinvited to Iguana's headquarters for 
jan exclusive, in-depth preview of the game- 
jin-progress and an interview with its Lead Designer, David Dientsbier. 
Turok. 2 is currentlyscheduled for a fall release, and we_have the scoop! 


^ t 1 


t E3, we were among a 
select few journalists 
and industry insiders 
who were allowed a 


NINTENDO POWER 















1)01 IV THE RIGHT THING / 


ling more frustrating thSn^^ying ia sequel 
'know, the first game took two years to do. 



‘The primary objective going into 
Turok 2 was to do right by the people 
who will be playing the game.” 

a battle was being waged for control of the port city of Adia. As 
seagulls mixed with the screams'of soldiers locked in combat, 

endlessly random patterns, where’' characters' shadows] 
shifted and pivot-! 
they walked; 
ftickep]' 












LIVIN’ LIFE LUSH / 




jQnfig tn&game accompli 
' eight~stages*\ ^p iave a I 

As David led us through 
Turok2, the description 
we kept coming back to was “lush.” 

LIGHTING IT UP / 


ics set and will have fewj 
ommon with any other stage. David; 
t they had wanted to "tackle nheTfogj 
id they succeeded with flying! 
/enturcd further into Adia?ah'c| 
andscape stretched hundreds of feet itf,every| 
^direction, the dreaded tog a mere smudge; 
distance. Far flung towers beckoned to us,; 

^^^|ially. treading the rubble-strewn/s^e^ts of 











NEW GAME, NEW FACES / 




















i HOSE WONDERFUL TOYS / 


;?Hr: S;35S 

" ntl "'|k aro>und at th, samp land As with all ihegam 


PARTICLE PERIL / 


“The hit detection will be so fine- 
tuned, you’ll be able to shoot an 
arrow through the visor of an 






















issi'onslitfw are less^imear, more complex 
>n ended.'.,"The lirik’system allows us to 
ins and reactions' within a stage," he said:'. 


w.hat-you do." If yquit&iss some o6j ? ecti^s, Pavid'warned ' 
tho'con^uences^ay not be evident fpr some'.time, hut! 
■ y6u'IIWp.limatcIyjpay for^your inattention. Tie also warned; 
that even §k*rr^^^rnall choices, like 'deoidin£>£pbi’eh! 
weapon to•use^t^any'given lime, could hitjjgf 
important. For^amplc, you'll be able to 
use some weapons as tools in 
‘uatioife^li^&sing a tranquih 


We're not interested in 
cranking out crudware.” 


SUMMING I I 


UP 
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c<.£t tam ■am aaao 
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Qm ..Ei A.Mac 


askdan@nintendo.c 


aski^Sr it 


DAN OWSEN IS THE HOST OF ASK DAN 
AT NINTENDO.COM. NSIDERS RECENTLY 
DISCOVERED A DARKER SIDE TO HIS 
EASY-GOING PERSONALITY: 


Q: Hey Dan, do the hieroglyphs in the 
— Vorg 

A: Sounds like it’s time to let Evil 
Dan out oF the bag. Evil Dan says, 
“They mean whatever you want them 
to mean. Ninja Mario? Maybe. Naked 


































VOLUME 111 ®) 

































WAIALAE COUNTRY CLUB: TRUE GOLF CLASSICS 
IS THE NEXT BEST THING TO ACTUALLY PLAYING 


|tg^ 






















Player Abilities 


Power # if if : - 
V cbninjfe it it it ☆ t 
Putt ★ ★ ★ 
Recovery ★ it it 

Wind it it it 


Puii it it it 

Recovery ★ ★ ★ 

Wind ★ * ★ \ 

eelini(|iie it it it it it 


© NINTENDO POWER 




























WAIALAE COUNTRY CLUB: 
TRUE GOLF CLASSICS 



210 230 yds 200-220 yds 190-210 yds 180-200 yds 170190 yds 

' 220-240yds 210 230yds 200-220yds 190-210yds 180-200yds 

61 71 81 91 PW AW 

160180 yds 150170 yds 140160 yds 130150 yds 110-130 yds 00110 yds 

h 170190yds J60-180yds 150170yds 140 160yds 120140yds 100120yds 































SwMgfMectanics 


overswing area 


w'ffisa 




the center'of the red 
make the ball slice 


Knowftke Weather 


KwMiffdj 




Readlthe Green 




> up short. 


























The maps below show our suggested approach for each hole. You may need to use the 
power swing to make the long tee shots. The pins are placed randomly every time you 


ally result i n y o 11 r b a I h fa I hng ■ slvo r t o f' t h eg 


iry. The right bunker seen 
ke a magnet. Try to work 
ainst it, to clear; theibunk 
/fast, even uphill. 


j into the bunker. Even if you're takino 

,rl§f d : V01 .— d,ua “ 


RT You could ai mbst'rhaki^^efenip n 
U shot, but the bunker oiytlie lef t and t 
S on'thejright .form a dangerous bottlei 
■ in front of the green.’Tlie gr|eTrj^vei 


A shor ( t{slidt.ti)ats tough to finesse, high 
winds and a bouncy green will all conspire to 


K ™ make your shot.odast'ray.'lf'thefes'a tailwind, 
;dJi-t'hesitate ; to.go up a club or two. The 1 

green is-atadLsIowcrnslior^ljt^ M8 


mi t r on to f tlio g r e e in.’ The gr.i 
jwith~fdwbre*ak's. ? 



































LEGEND: @)= suggested club \ = best approach 


HOLE 9 


HOLE 7 

































>k 315-yard-tee shot would'Bo ideal, hut keep 
lie ball up. Even a lit tle topspiiWillSfoMou^ 
it.o the : nearby stream. High winds w II make 
Q^uglreeeofid sh'otsVand a fas! gree niwil lS 

iakp for ihts nf hihiA/n-IhimiP??* • a 


t distance, SjllSSl 
linched.in'the’middle, andi 
hafelwniairrq Tm^puqi^ 


jetting on the green isriot thefpi|blemr;''- 
3et ting oriiclose to the pin~vtha't> the hear 
Diaap'r.-Yoij carfeither roll the ball onto tTTe 
jreefto'r^iowjt and try io'stickft^ianding* 
^ny pul t unnr 10 feet will be slow. 


i^be^yMilucky, if 
dogiefinTjhe middlgof 
fse'here;thari on the^ 
a solid.secbndshot, ^ 


th its tall trees and tJai cMfflM 
!ntli]Wcatapul ted,many pros; 
der board. To sleercle^ag^t^ 
t.-jade^pjpee shot a bit to th 


The map show^pandardamach aroxSB 

the dogleg, but you eanPy ot-over the trees 
prttffe left if @lj < ia'pMgaoditailwipTl.iShp,tfg 
to.theigreeniof ten pujlfuRtshort, eyenwi.t^^ 


iij're not careful: iTIfc do 
e fairway is n mcm wo’rsi 
eviousl hole. If-.ypuhit as 










































Miyamoto; Yes, he can Miyamoto: It was^a professional 

PoEOeR; How about magic? tore Link's sword fighting. There is r 

Miyamoto; The magic sys- facility in Kyoto" railed L'iga 

of the few things jhat#n't : milphlT We hired a. ,grofessidnal.;Samur^i **j! 



m 

where’people can explore and engage in adventure, I 
size of the game is very large. From large interior ch, 
to open meadows and forests, Zelda will be anythin 











Powen: When will we 
thing of this new game? 

the planning of 

as the “System" Miyamoto: There's si 


_lhe player You only Ki t that sol 
Vtftflfcenario, i.lwrac 


10 mm r is 


Miyaniofo: w. ... ,m idea 

In, Mile '.lull .a In M,mo (.4, We loin- 

' t*^rtof,;th(4 gameidterhaps we codld have 

the (iolilCT^*'style, buff^ 
^^p^Sn> a diretSiofilhat 


Tezuka: jj think we 
^ll°d u^|^ ompteely 































F-1 WORLD GRAND PRIX 



Paddock Computer. In 
addition to making 

and load preset configu- 


TEAM DREAMS 


and South America, but the dream to be the fastest of the 
fast is universal. The competitors in F-1 World Grand Prix 

including actual on-track events and challenge scenarios. 
Although every car will blow the paint off your average 
Chevy, each one has a slightly different feel. Constructor 


BENETTON 

Engine: Renault VII 

Position in 1996: 3 
Wins: 1 

Constructor Points: 


Engine: Ferrari V1D 

Position in 1996: 2 
Wins: 5 

Constructor Points: 102 




i listed here. 
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using:'The < 


As you reach the count of If you sit at the line hold- 
eight, you should hit the ing down the gas, you'll 
gas. If your timing is right, spin your tires and lose 
the bell will sound at the time when the bell finally 

same moment. goes off. 


, Brake before reaching the Braking while in a corner 
corner. You'll probably be will result in your car 
able to carry more speed spinning out of control, 
-than you might think, so • You'll also cause extra 
' experiment. wear on your tires. 


Anatomy of a 
Corner 

- Set up your turn by hug- 

the track as you approach. 
Brake before you begin the 

through the apex. 


Warning Flags 


Our Power Crash Course in F-1 driving skills 
includes tips on starting, braking, turning, 
crashing, pitting, passing and following 
flagged instructions-all skills that can help 


CRASH COURSES 


WARNING LIGHTS 


1/vhen you see a warning light 
:ome on, it means that you 
should be aware of a possible 
aroblem ahead. When the 
sight begins flashing, head for 
the pit as soon as possible.- . 
You'll usually have about one 
ap to get to the pit. 


THAT S THE manual transmission 

RDPAftf Q Gear down before; a corner to reduce speed without 

DKCHIVD completely killing your momentum. At the lower 

.. , .1 gear, you'll also be in a betterpositipn to accelerate 

Yes, you re gQg^ye to use your out of the corner when you reach the apex . 
brakes. The amount of braking that': ' ' , , 

you do depends on your transmis- AutomaticTransmission 
sion, tires, wing settings and Mjjfe On sharp comers with an automatic, brake before you 

ing'skills. Less braking is better, but reach the turn. Never brake going through a corner if 
n<> brakine is fatal HR you want to stay in control. Jhe assisted braking 

J1 & 7 diar.. _-option will slow you down more than you need. 


TAKING TURNS 

jjgi£n|fet high speed. The A| In W 


















BRAZIL: Interlagos 

Length: 4.292 km Laps: 72 

track The pit area exit is particularly tricky. Ybu'll have to br< 
the track. The S-Curves beyondthe pit area create bottlenei 
be careful.Also try to avoid the grassy outfield on the final t 





s 

AUSTRALIA: Albert Park 'l 

Length: 3.294 km Laps: 58 

The Australian Grand Prix has only a few right-angle corners and no hairpin turns. 1 
The secret on-the right angle-turns is to brake just as you reach the turn sign. ■ 

Brake just for a moment, then let your momentum carry you to the apex before ■ 
you accelerate. Although you may be tempted to cut across the grass, don't. 1 


1:30.59 



B 

IL 


1:17.30 

















ARGENTINA: Buenos Aires 

JleQgth: 4.259 km Laps: 72 

If you thought Brazil was tough, wait until you hit the paveme 
ther south. The Argentine track has five 180-degree corners i 
ing drivers to drop their speed well under 100 mph. One good v 


SAN MARINO: 

Imola 


MONACO: 

Monte Carlo 

Length: 3.3BS km 


SPAIN: 

Barcelona 

Length: 4.728 km 
Laps: 64 

The Spanish Grand Prix i 
a good course for high 
speed and high gearing. 
Only the turn between 


require low gearing and t 


speed. Rely o 
ting position e 


1:27.98 



9 


1 S-Curve af ter the pit 1 

I drop down below 75 mph to 1 
1 swing through that one. 1 
1 The S-Curve on the back 1 
1 stretch can be cut, making 1 
1 it a good place to pass. 1 

NP Record: 
1:13.40 









F-1 WORLD GRAND PRIX 



CANADA: Montreal 


FRANCE: 

Magny-Cours 

Length: 4.247 km 


t difficult, | 


H 

GERMANY: Hockenheim T 

Length: 6.823 km taps:. 45 

1 Course 

I 1:45.75 

I 

sharp corner at 90 mph. Otherwise, go at full speed. 


1 1:37.00 



BRITAIN: 

Silverstone 

Length: 5.140 km 

Laps: 59 

Track Set IMP Set 

F-Wing: 10 F-Wing: 15 
R-Wing: 10 R-Wing: 15 

Susp: NR Susp: NR 

few surprises and not 
many cars will wipe out, so 
the field will rem 

t| C 4°?8 | 

through the curves, you 

out for the sharp turns as 
you approach the grand¬ 
stands just before the 


iBB 4 

( 














HUNGARY: Hunc 


BELGIUM: 


.....igaroring 

Length: 3.968 km Laps: 77 

The Hungarian Grand Prix has a little bit of everythin? 
downhills, tight turns and straightaways. You'll be ab 
on most of the course, so a high-geared transmissior 


AUSTRIA: Al-Ring 

Length: 4.323 km Laps: 71 

thistrackhas lots of ups and downs. The upslope turns near 
startof the race provide a real challenge. Gear down or brake 


I ITALY 

3 Monza 

■ Length: 5.770 km 

B Laps: 53 

1 This is the most forgiving * 
B track in the game. You can 

B drive a straight line through 
B eachoftheS-Curvesand 

1 leap positions ahead all at 

§§§§1 

1:24.81 1:14 - 80 1 

B once. If Damage is on, you 

B can take these curves at a 

B higher speed than the 50 

B mph recommended on the 












LUXEMBOURG: Nurburgringl 

Length: 4.556 km Laps: 67 

The turns on this track look much gentler than they are, and 

yourself sliding way off course. Getting back on track will 
cost tons of time. On the otherhand, if you'replaying with- 

particularly tnckyJake it at 60 or 70 mph to be safe. 


JAPAN: 

Suzuka 


Course 

EUROPE: Jerez 

Length: 4.428 km Laps: 69 

The forgiving track at Jerez has a few quirks, like the sharp turn fol* 1 
lowing the front straightaway, but most of it can be taken at nearly 1 
full speed. Since most of the walls are set back from the track, you 1 
won't want to risk going wide. Take a slow lap or two to memorize 1 
tricky curves. The signs along the track make great landmarks. 1 

1:23.14 


1:12.40 
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FLYING DRAGON 


Uirtual Fighting 


Fight for First 


SD Kids Fighting 


Get the Goods 





K9 
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FLYING DRAGON 


SD Fighting Features 


Treasure Troue 







FT 
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I 11 I * H, Monomi's ISS is 

V 1 | back for round two. 

.Last year's ver- 

■ | I * ^^■kion won the 

■ I 1 distinction of 

being the best console 

sports game of the year. This year's ISS '98 has 
better Al, more features, excellent graphics and 
sound, and the most intuitive play control of any 
major sports game. It's truly a superstar. 


-Sinee the rest of the planet is road about soccer, North 
American fans get the^benqjijt',pf world-class soccer 
video games .even’rthough the <games less popu lar here/' 
*'Tn^|he case of Konami's secpnd.’olTeri ng, JSS‘,'98; Ynapy.: 
.• jj3la j yerd%6elr,that it is the^purestexpreSsioh^pt interna-/, 
tionah sole er actually'^eciyircxGlgaEs^d'nd 

i ntclj|gcnt I y/ • kee^ithoyb'JK a w.ay^^£oj^(5pCnfe and 
& defend* Jbp ..goaf - more aggressively. Wl;i£h you/acdd all- 


M 

1^ 

Hill 
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[y 

4 iTi, 

: 
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INTERNATIONAL SUPERSTAR SOCCER ’98 

Nothing matenjes the’ intensity of a hard-fought battle on the soc- 
Ecer pitch. In ISS '98, play confrqFmay?be fantastiqj'bul you'll still 
^liiave to. use your headland noffust for heading life ball. Use the 
Strategics below to give you an edge over ePU-controlledSfeaiins. 




SUPERSTAR TACTICS 


ASiiitiirsHiii 


fti:e best move in ISSW-is tbej 
slot pass using th,e top C Button 
because it keeps ydtfftSffensive 
players moving forward. If.you - 
^Sss directly to a player usi 
the A Button, he'll Stop a 
.‘tfop the ball, giving defenders a 
Chance to close in. Instead 
the slot or through pas 
defeat the defense and get the 1 
ball to a player who's moving downfield. It's a great way to set up 1 



Swilcli mi lln I'itili 


' Switch i ng fejcftejdof piay.j^Jlj 
technique thatdray/s defenders, . 
: to one side of the field in orcldis^S 
■^p^ob’en u^'the.JFar^side. Just 
ball in play on^one 
side of the pitch. Once the** 
defenders shift toward th§j,ball|^a 
pass-purtb a wingback on the 
'fat Side, who can then send a 




iteinii nut 

Keep passing the ball. Short, fast, continuous passes keep 
the defenders constantly shifting and 
out of position. Just like a real player, 
the CPU has to readjust to the ball with 
every pass, and that gives you an advan¬ 
tage. Short passes are easier to control 
and you can see if a player is open. 



Illnik lln 















TEAM SPIRIT 

tion level on the flashing MV on 
the Select Members screen. This 
is an average for your team. The 




Sinilrs and Frowns 






























THE SHOOTOUT 

ISS '98 is definitely a world class soccer game, but how 
does it compare to World Cup '98 from EA Sports? ISS 

mode. World Cup scores on graphics and complexity, 
the elements that make it a true simulation. It's really 
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GEX 64: ENTER THE GECKO ^ 



From the Love Boat to the 
Titanic, Gex finds danger on 
the floor of the sea and chal- 

swims in the depths and 
jumps towardfreedom in the 

M^Mli I" TnuPWiM 

er the end of a vast under- I 


When Gex leaps into this TV£h<stay&in the wiring. 
Throughout tb.e machine, he must keep clear of surges of 
zapping current while powering-up on green energy'nodes. 


weal'd ijust s 
For variety- a 
4:\^iter?the ( 
















YOU WON'T SEE THIS ONE IN THE ARCADES! 
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ENTER'TO wm 


YOUR 

VOTE 

COUNTS! 


YOU CAN’T WIN 


W' STRAIGHT FROM MIDWAY! 

plus . 

BIOFREAKS FOR 

YOUR N64 \ C 

from Midway! / 


QUARTERS 

Don’t drop an arm and a leg at your local 
arcade-LET NINTENDO POWER PAY! 

PLUS 

A BIOFREAKS GAME PAK FORYOUR N64 































►STAR 10RRS 


ISHflD0ILf5 DF THE EMPIRE! 


HIHRT’S TIE B E5TJJM TO IlMH BEIHG SH OT DO HI II JR HOIK? 


ur radar to approach and hit the 

U ATSTs and ATATs from the side. Try 
passing behind the invaders as you 

. imperial: Probe Droids and the ATSTs first. 
.. The ATAT Walkers' heavy guns are too 
■bulky to turn more than 90 degrees to 
return fire. If you apply your brakes as you 
target an enemy, you'll get extra shots in 
during on your run. Your thrusters won't 
buy you much time to shoot anything, so 
save them for ( 



D ^ianoga 

looks like a tangled ball of tenta- 
-clesl He hides out in the murky 
Imperial Sewers at the end of Mission 
8, waiting to drag iKapl^sgs4\i pm^td 
their watery demise. Dianoga's thid;k : 
hide has one tiny weak spot. To defeat 


which is located at the end of one 
is numerous tentacles. Since it's 
to see in the dirty depths, most 
ing jedis will find it tough to keep 
i the'eye underwater. You'll 


Missiles 

throughout the fight. If you need air, 
blast-your way through the regenerat- 


cki hg'your way tO'thTT 
surface. If Dianoga tries to inhale you 
into his gaping maw, activate your jet 
‘ pack and torpedo away to safety. 




difficulty level you've selected and if 
you're trying to collect Challenge 
Points. If you're playing on the Easy diffi¬ 
culty level, you can hit every obstacle in 


lerator 

enough speed to get through the obsta- 
Even if you make it through the needle. 


place before 

the other Swoop riders. If the riders pass 
you and get there first, you'll lose a life and 
it you don't have any Challenge Points you've collected, 
thing you'll have to forcing you to start your ride all over again. 


Get plenty of speed before you attempt to 
thread the Eye of the Needle near Ben's place. 
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? HO UJ DD I REACH THE OTHER S IDE OF Gflifl PASS? ? 





























► UJflHID LflllD 2 


IS THERE fl UJR¥ TO RESTORE ItlY SQUASHED UIRRIO? 


R olling boulders and other heavy 
hazards will squish Wario flat, but 
that's not always a bad thing. 
There are some low-clearance areas in 
the game that can be explored only 
when Wario looks like a walking pan¬ 
cake. After you've collected everything 
in these low-lying regions, look for drops 
of liquid falling from the ceiling. You'll 
sprout up to your normal dimensions it 
you're hit by a drop or if a bird swoops 
down and pulls you back up. 



sprout back up to normal proportions, get 
aked by a drop or look for a bird to pick you up. 



In the USA Call 
1 - g 0 0 - 2 8 8 - 0 7 f 7 

•Si r-.i)|KM Culler >. m:l!" ...... 

! 1 1 I 1 1 : . . : III !I I ; ■ . : I. I'll L i ■ '•■ 1 11 *. i rv ’ 11! 11::, i VVA ' StjiO 7.? /II.' 


Q&A FUST FACTS 


FIFA RUHD Til THE 
WORLD CUP '90 

I Q: Ipptrade players? 

A: Just the players in League teams, 

I the World Cup teams. Go to the Cli 

- Transfers menu in League play. I 

(J: How do I got to play in the indoor arena I 
I see in the games demo mocc? ■' 

A: Pick Frj^jg^TtodM^^M 1 indoors 


1000" SnOWBORRDinC 

What are the best boards? 


fTT'canada Call: . 
ll-gDO-451-QjM ij k 

j ($2.00 per minute. Callers under 18 ■ 

| need parental periniss ionitgca ll.l i j __ 

JBIBES BOM) DO? 


Scout Ltd. 16? 

Can rwoplayers race in the? Half Pipe or at 
No way shred head. 

Is there a difference in performance if Iride 
Goofy Foot instead of Regular? 

No, it's just a matter Qjy 


VOLUME 111 @ 



















































into 
all your 
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gMlil 


^^wing the rivalri^ 
























JJiJjlUJJl! 









































WAR IS RAW 


vohimtfn @ 























..fyonBJ—- 

aa r»c? 


SPACEBALL FEVER 


ijr ■. 1 pv » 

GRfTlt DUER 



SCORE 



soss 


iF^' ■ h ^ ' -30 

P_Hf EXXT_ 


























; than 11 seconds without boosting? 


1 FRANCISCO RUSH 

POjYOU HAVE VH-fAT TT TAkBtl 

j 1ST 


SSEt 1ST 

- & 

K pol°OrtandTFr T 132^0 

HOW TO £E PICTURE PERFECT J| flnswerstothismomhs - Who ■ 

m^s~- i====j 

HlSrHC jili 

E -™e^;i c „ h dtr andsu88es,,onsa,: : 

SSExL ;ii! 

« ni 







































m NINTENDO POWER 

















n is smooth-maybe not quite a-Wrestler mode. Custom wrestlers a 
as fast as reality, but good. Controller Pak and played oh another War Zone game. 

Idr.rddilrilrtild The design team wanted to create a WiHMfiUlliJli lhe options and Create-a-Wrestler B 

different kind of wrestling game-one that is more like a mode are excellent, as are the graphics and sound. To get IT 
tournament fighting game. They succeeded in the most out of it you need to study your me 

more intricate, The official WWF announcers lend a touch of p 

nec- realism and humor to the game. There are enough 
comments to keep the banter fairly fresh throughout 

■rf.llllllIJmSl Henrv -Revolutionary Create-a- 
War Zone Wrestler mode. The best thing to happen to 
lots of great video wrestling. Scott-I'm not sc 
including reg- style of play control, but otherwise it's pretty 
ol. Erich-Beautiful graphics. 


There are no bananas, no missiles-just real racing for the N64 


Systems included an 

■ > 1 ■: ■ : ■■■■ i' i 

option, F-l World Grand Prix goes where* Ubi Soft's I-I 
.Pole Position never did. 

racing fans, the realistic graph- I 
ics will steal the show, but the real thrill is in 
driving experience and the strategy that you use out on the |i 
track; This is a game that you'll keep coming back to ev 
after winning a season. 

Wlllllil The 

realistic. The pit radio is clear, but the advice 
pretty basic. 

how accurate the courses were. Henry- 
ofsim and arcade options. 
































International street racing is back for the N64. 

in.'f.Uilllil Imagineer stepped up the level of detail in this 
street racing sequel to last year's MRG GT Championship 
Edition features multiple camera angles, a rearview cam¬ 
era, and replay cameras. The cars look very good, but there 
is pop-up in the backgrounds. 

Each of the cars has its own feel, and 
each seems best suited to particular tracks. Players can ctis-: 


iRumble Pak gives you 
■feedback on roadsur- 


@ NINTENDO POWER 


PLflV C0nTR0L=7.2 Garni 


sounD=7.0 


























Natsume kicks out a fighter for role players. 

B233IIISi Flying Dragon is in the unique position of 
having two sets of fighting characters and 2-D and 3-D 
modes game. Backgrounds aren't interactive, 

and the 3-D graphics don't give you any extra abilities 
other than rotation. Some of the special mOve animations- 
are pretty popij'. 

■ Allhough you'll use fewer buttons than 

in mlastvfTghters, controller combinations feel fairly stan¬ 
dard. Response is slightly slow, particularly in the SD 

The treasure and experience modes are 
two of the most unusual elements to be found in any fight¬ 
ing game. Flying Dragon gives players almost complete 
freedom to set up fighting conditions. 

IrtllMrtHflSIil Allhough there are many ways to play 
this game and lots of characters to master, it seems that the 


iicn=6.2 SrtTISFflCTI0n=5.6 


VOLUME 111 @ 































BOY 



extra moriths/but Wetrix, l 
s finally polished and ready I 
i game, the graphics in Weti 


IJr.rJUUl^fiTiTl Players < 


IfUllllHllMi Scott -The developers at Zed Two 
made good use of the last few months in clevel- > 


f the bombs! 


CRflPHlCS=7.H PLflF C0nTR0L=6.6 COTE DESlCn=8.0 SflT15FflCTI0n=7.M 
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Reap the rewards down on the farm. 

Most of the graphic elements work well, even 
on the small Game Boy screen, but it can be difficult 
determining the condition of some of your crops. The look 
is very close to the original Super NES game, minus the 
color, of course. Animation is simple. 

Most commands can be selected with 
the A Button and Select, and the most difficult task is lin¬ 
ing up your character to use a tool on a particular area. 
■T»imdl»fdHTilil There's an awful lot to do in Harvest 
Moon: clearing land, planting, watering, harvesting, visit¬ 
ing the harvest elves, expanding your house and farm, car¬ 
ing for farm animals. Much of the day-to-day action is 
repetitive, so you'll really need to have a strategy in order 
to accomplish all the work that must be done. The new 
trading feature will be cool if you have a friend who also 
has a copy of the game. 
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i Tactics Ogre, more intricate battles 
; played out because Quest created 


gamers will be 
beautiful graphic 


i America, I 





SPACE STATION 

TO BE LAUNCHED THIS OCTOBER 
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Pole Play 

Hands-on previews of upcoming gases. 


WIN ONE FOR 

GENGHIS 




FIGHTING FOR STUFF 

here m.iv be mam re,isons for a per- rolling attacks, and a c ool elbow punch that 
son to enter a fight. Perhaps an injus- takes out thugs behind your fighter. In addi- 
tice has been done, or an innocent has tion to the surprising number of fighting 
been wronged. Or, in the case of Fighting moves, the game lets you pick up just about 
any object and make 
use of it. Beat up a 
















PakPe 

What’s braking in th« world 


fiV-Wheelin’ 

With the availability of so many racing 
games for the N64, the release of a steering 
wheel accessory designed specifically for 
the system seems like a good move on the 
part of ASCII. The ASCIIWHEEL 64, now 
approved by Nintendo, will be the first offi¬ 
cial; steering wheel controller for the sys¬ 
tem. The ASCIIWHEEL 64 features an 
adjustable steering column, multiple but- 

and down lever for games requiring 3-D 
vertical control, and a digital controller pad 



Boardin’ in the air 

ASCII isn't limiting development to cool 
accessories such as the ASCIIWHEEL 64. 


ships and other funky touches that 
game more of an arcade feel. Our h 
test proved that the play control is 


mies but not a lot more. The design plans 

















when we took a look. Still, we remain opti¬ 
mistic that Robotech may one day take off and 
reach orbit. 

Shadowgate quickie 

The first version of Shadowgate 64 to include 
a puzzle arrived just in time for a quick men¬ 
tion in this month's Pak Watch. In the room 
where the adventure begins, the player is con¬ 


fronted with a box, a spoon, a bed of wet 
straw, a locked door and lots of stones making 
up very strong walls. Since you don't want to 
take a nap on the wet straw, you'll probably 
want to move it. That's when you'll discover a 
secret trap door. Alas, it won't budge. What 
you wouldn't give for a tool to pry up the trap 
door. That's when the light bulb goes off, and 
like that intrepid comic super hero, the Tick, 
you cry out, "Spoon!" We can't wait for more. 

World Cup *98 

With World Cup '98 wrapping up, THQ hopes 
that you might want a little souvenir to 
remember the action by, for instance a Game 
Boy game based on EA Sport's World Cup '98 
license. The result is the latest game in the 
FIFA series for Game Boy. World Cup '98 fea¬ 
tures Exhibition, World Cup, Playoffs and 
League modes, and game options include 
strategies, formations, players and two field 
views. The characters are a bit small, but if 
you can follow what's going on, the action is 
realistic. In fact, the Al is pretty good. Winning 
the World Cup won't be any easier on Game 
Boy than it is in real life. 
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Five circuits. Thirty sleek 
anti-grav cars. Twenty-four 
treacherous tracks. It all adds 
up toF-Zero X, the fastest and 
possibly deadliest sport in the 
you'll get the racing run-down, [ 
your vehicle inventory and uncc 





TOMMY3HILFIGER 


back to, 

school 

YOURS WITH A 19 9 8 
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